Live Without Your Sunlight 


An Eclipse Phase Scenario 
"It's further than you think. Time is short." 


The Setup: 

Exoplanet "Thera" is a slightly unusual but not too exciting world connected via the 
Martian Gate. However, surveyors of the Pathfinder have found an unusual structure 
on it's surface, which they call "The Labyrinth", and which Firewall operations have 
codenamed KNOSSOS. Pathfinder is eager to clear the Labyrinth so they might open 
it as some kind of tourist attraction to bring in revenue - despite unusual setbacks in 
their efforts. Naturally, Firewall to is interested, but for different reasons. A four-man 
cell of Sentinels codenamed "ARIADNE" was placed on Thera by a Firewall Server 
called "Asterion" created to monitor the situation on the planet, it's labyrinth and all 
possible complications. Asterion has outlined several possible scenarios regarding 
Thera and KNOSSOS, and through ARIADNE aims to gather intelligence on the site. 
However, after a routine surveying operation, ARIADNE has reported back through 
their dead drop that one of the worst case scenarios "the minotaur" is correct, 
indicating a hostile alien agency on Thera which protects the Labyrinth. However, 
ARIADNE has gone silent with no further reports, and not enough intel has been 
gathered for Asterion to execute their ultimate contingency plan, "THESEUS". So 
they have hastily assembled a recon operation, "DAEDALUS" from Sentinels 
available to them to go to Thera, and attempt to confirm ARIADNE's report and 
recover those lost Sentinels. 


Firewall is right to be concerned. The unknown builders of the KNOSSOS site, 
usually referred to as "Labyrinthians" built this maze with a purpose. It contains at 
its heart an exotic space-time anomaly. If they created this anomaly on their own 
and had to contain it, possibly attempting to recreate a Pandora Gate, or if they 
discovered it as a relic of another long-dead alien race, is unknown. What is known 
is they had vast constructive powers, and a much better understanding of complex 
and exotic physics than transhumans - and were able to build the "minotaurs" 
deadly guardians of this place. Their constructs have lasted for possibly upwards of 
millions of years, despite other races coming to explore the Labyrinth and obtain it's 
heart, including recently the TITANs and possibly exhuman clades. The Minotaurs 
recognize no-one, and appear to attack all but their own, dying to defend the Heart. 
Others who have gone before may also be inclined to fight back. And at the Heart? 
An exotic warp in space, which if mastered could rival the power of the Pandora 
Gates, but is much more likely to trap the unsuspecting in a loop of space and time 
they will never escape - containing vast energies and particles as well as untold 
souls who came before, trapped in the Eternal Heart. Distortions of time, space and 
all manner of unusual aspects may persist at the Eternal Heart - just waiting for 
Firewall and Operation DAEDALUS to find them - and may already have claimed 


transhuman lives and egos. But the real risk is if more powerful, intelligent entities 
such as the TITAN can obtain the Eternal Heart and learn it's secrets... 


Thera 

Type: Terrestrial (Poseidonal) 

Primary Star: M6V (Red Dwarf) 

Gravity: 1.3 g 

Diameter: 17,477 km 

Atmospheric Pressure: .9 atm 

Atmospheric Composition: 79% carbon dioxide, 20% oxygen 

Surface Temperature (Mean): 12 C 

Day Length: 28 Hours 

Orbital Period: 394 

Satellites: None 

Gate Access: Martian Gate 

Notes: Planetary Rings, Impressive Natural Terrain, Alien Archaeological Traces, 
High 

Population of System Bodies 

Thera should be an unremarkable planet. An oceanic terrestrial, it has a rocky core 
and had 

large volumes of ice in the crust, which are heated by a combination of proximity to 
the star, and 

complex tidal forces from the multitude of other planets in it's system. This makes it 
an unusual 

type of planet, with a deep global sea covering 85% of the surface, and a large 
number of 

icebergs and icemounts dotting this surface, the only "landmass" series of volcanic 
island chains 

which breach the shallowest portions. Simple chemosynthesis using microbes live in 
the depths, 

hugging geologic events caused by this tidal activity. Tidal forces also seem to have 
destroyed 

at least one moon of Thera, forming a distinct planetary ring around the planet. In 
terms of 

habitability, Thera is cool, and while the temperature is comfortable, the 
atmosphere cannot be 

breathed unaided, and the gravity level is outside normal transhuman comfort. 
There is little of 

value here for many colonists and corporate interests, and it should have been 
relegated to an 

obscure planetary science outpost. 

That is until researchers found the "Labyrinth". Also known as "The Maze", this 
massive, 


vaguely circular structure dominates Thera's largest landmass, with an interior that 
covers 

hundreds of square kilometers. Up close, it is a maze-like structure which seems 
almost carved 

out of a plateau of black volcanic rock - with walls over a kilometer high. The width 
of the path is 

relatively narrow, about 6 meters across. The height and width are uniform 
throughout. Aerial 

surveillance has given a rough outline of the nature of the maze and can roughly 
theorize paths, 

but the structure seems deliberately shaped to play tricks on the eyes and minds of 
viewers 

from above, with even predictive AGI having trouble with some images. Close 
overflight is 

hampered by turbulent winds which form above the maze. What is verifiable that 
there is some 

kind of scanning resistant structure at the heart of the Labyrinth - but what lies 
under or inside it 

is unknown. It is considered a great mystery of Gatecrashing, as due to unpleasant 
conditions of 

Thera, no one has yet been able to navigate completely to the center. Pathfinder is 
eager to turn 

the Maze into a tourist attraction, and thus is is paying highly for explorers to 
attempt to map it 

an uncover its secrets, but other hypercorps seem strangely wary of the structure. 
The lack of 

completing the maze has caused a font of rumors to erupt on ExploreNet; that the 
featureless 

expanse of the maze drives men mad, that the aerial view is a fabled "Basilisk" - 
and that staring 

at it too long will give you an obsession to find the center, that despite appearing 
solid the maze 

actually shifts and changes over time which is why it cannot be mapped, that TITAN 
bots lurk in 

the maze - also trying to seek the center and will kill those who get in their way, or 
that the 

aliens who assembled this massive structure left some kind of construct as a 
guardian. The only 

other more frequent rumors are what exactly lies at the center of the maze. Is is an 
alien 

species last record - a will and testament? Did some species achieve a controlled 
singularity, 

leaving behind the maze as a path to ascension? Is is a pilgrimage for some lost, 
long-dead 


alien religion? Is it a secured site, storing something dangerous or unpleasant and 
thus difficult 

to arrive at? Only time will reveal the center of the Labyrinth. The Thera gate lies on 
the rim of a 

volcanic caldera which has since submerged and gone extinct, on an island chain 
several 

kilometers from the Maze. 


[Sidebar] MINOTAURS 

[The following is a short burst QE text from Thera] 

From: NECRONOMICON Dead Drop - Thera Gate - Codename: ARIADNE 

To: <encrypted> 

Confirmed Minotaur eventuality. Non-TITAN Origin. Possible ETI. Non-ELDRITCH 
WARD. Tap 

BERSERKER VOID and LONE WOLVES. # unknown, more than one Minotaur 
probable. 

OZMA involvement/knowledge unknown, assumed. Pathfinder knowledge minimal. 
ExploreNet 

knowledge minimal. Prep Erasure Team for Operation THESEUS. Heavy loadout 
recommended, might need to bring Annie. 2 Sentinels KIA, 1 MIA. Exact operational 
capabilities: Unknown. DESTROY recommended. 

I'm going to go back in and get a closer look. 

ARIADNE Out. 


Mission Outline: 


To: Operation DAEDALUS 

From: Router "HERODOTUS"//Asterion Server//Operation LONE WOLVES 

Activating Operation DAEDALUS 

At 2400 Hours Local cell "ARIADNE" transmitted enclosed message to QE Dead Drop 
associated with Operation NECRONOMICON on this Server. After deliberation by 
experts, it was concluded that the single report wasn't conclusive enough to launch 
Operation THESEUS. So, secondary mission contingency known as DAEDALUS has 
been activated, Sentinels have been routed and assigned. 

Team codename "DAEDALUS" will proceed to Thera Gate undercover as 
gatecrashing contractors on ExploreNet, who have been hired to survey the 
"Labyrinth" site (Codename KNOSSOS). All mission gear will be provided under the 
cover of this legend, with anything unusual under the excuse of the rumors 
surrounding the Labyrinth on the network. The team will be provided with one (1) 
small Antimatter Grenade unit, package "SWORD" for discretionary use on the 
"Minotaur Eventuality". All previous intelligence submitted to this server by cell 
ARIADNE is enclosed as package "THREAD". 

Operational Goals are as follows: 


1. Confirm whereabouts of team ARIADNE. Two KIA, two MIA. Team leader 
Jolanda Teke believed to have sent message, then returned to the site 
KNOSSOS to gather further intel, missed secondary check-in time 24 hours 
later. ARIADNE team profiles included in package THREAD 

2. If ARIADNE all KIA recover stacks if possible for debrief. Recover team 
members if WIA. Destroy all traces otherwise. 

3. Confirm ARIADNE's report. "MINOTAUR" indicates hostile Alien agents in 
KNOSSOS region. "BASILISK" indicates cognitohazard in KNOSSOS site. 
"PASIPHAE" indicates non-hostile or inactive alien agents, "MINOS" indicates 
inactive or inert alien traces (no agency) and "ATHENS" is the “all-clear" 
signal. 

a. If "MINOTAUR" codeword confirmed, gather actionable intelligence for 
LONE WOLVES to work with in preparation for Operation THESEUS - the 
activation of an Erasure Squad on the KNOSSOS site and possibly 
Thera Gate. Do not engage Minotaur directly unless it would interfere 
with above objectives. 

b. In the advent of any other codeword situation apart from ATHENS, 
minimize contact and focus on primary objectives - Study only if target 
of opportunity, otherwise Contain or Destroy as necessary 

4. Neutralize all other hostile agents (TITAN, Exhuman, OZMA, Oversight) in the 
mission area as needed 

5. Minimize contact of Pathfinder and ExploreNet with hostile agents, xenotech 
and other possible vectors. Contain if possible, neutralize only if deemed 
absolutely necessary. 

6. (Optional) Study KNOSSOS site for additional intel for Operation 
NECRONOMICON. 

7. (Optional) Utilize package "SWORD" to Destroy KNOSSOS site or artifacts if 
they pose an active X-Risk or would fall into hostile hands. If unable to utilize 
SWORD or SWORD is lost contact Router immediately to execute operation 
THESEUS. 


Mission clock begins when team DAEDALUS arrives on Thera. Obtain ARIADNE's QE 
comm from dead drop location in Thera Gate complex (location provided in package 
THREAD). Transmit "GO" to confirm the dead drop is located. Check in every 28 
local hours - failure to check in will indicate a compromised mission, Sentinels will 
be listed as MIA and operation THESEUS will be activated. At any time, transmit 
codeword "THUNDERBOLT" to indicate a mission failure, Operation THESEUS will be 
activated and Sentinels will be extracted and debriefed if possible. If mission goals 1 
and 2 are met without meeting 3, transmit the standby word to the Server and 
await further instruction. If all major mission goals accomplished with no additional 
input required, transmit all clear - server will respond with next available Gate time 
back to Martian Gate link, Sentinels will be contacted for debrief once back in 
system. 


Pathfinder requires minimum four (4) persons be sent by foot to survey the 
KNOSSOS site, if cell does not have the minimum number of operatives they will be 
placed with an available contractor. Remember goals 4 and 5. Otherwise proceed at 
all possible pace to KNOSSOS and begin operation DAEDALUS. 


Local Operations: 


Thera Gate complex is built on the rim of a submerged, extinct caldera. Pathfinder 
has leveled out the area immediately around the gate, and build a small complex 
suitable for a couple thousand persons, with room to expand. The Gate zone is fairly 
normal, with standard security and quarantine facilities. It also features basic, 
spartan housing complexes for on-site staff. Toward the waterline, facilities get 
Slightly nicer and more open, including a few open air areas for those who can 
tolerate the conditions. Several areas are blocked out by Pathfinder to become the 
equivalent of an indoor shopping arcade or the like, once they are finally ready to 
start on tourism. Some small facilities for the workers and contractors exist. At the 
waterline are several docks where aquatic drones, small watercraft and 
submersibles regularly depart for survey duties. Above the Gate, towards the 
highest ridges are helipads, administrative offices, a large communication center 
and the launching racks for aerial drones and small satellites. 


The QE comm device is located in one of the construction zones which has quietly 
been turned into a blind spot for surveillance, Sentinels should be able to acquire it 
no trouble. Despite their normal efficiency and obsession with timetables, 
Pathfinder is remarkably accommodating to Gatecrashing contractors, probably due 
to the rumors and stories which surround the Maze and its explorations. They will 
have several hours to prep for a helo flight out to the Maze site. The maze area is a 
smaller, but similarly built coastal complex - again with room to expand laid out. It 
has a number of rooms to bunk and relax in an adventurous or ascetic style - 
presuming the kinds of tourism Pathfinder will attract. There is a displayed map in 
holograms of the Labyrinth from above as rendered by high-altitude drones - which 
is vaguely disturbing or nauseating to study for too long. Approximately 33% of the 
Labyrinth is confirmed mapped and marked with breadcrumb positioning or mesh 
motes. 


If the Sentinels are less than 4, here they will be saddled with a (Use Argonaut 
Xenoarchaeologist or Titanian Explorer as a guideline) who will accompany them 
into the Labyrinth and will need to be dealt with accordingly. The maze is quite long, 
even if it's fairly simple to navigate, so Sentinels will need to be prepared with 
appropriate supplies. Small Pathfinder-run company stores are available to 
purchase supplies, with survival supplies of water rations, bedrolls and etc available 
for a day or two with a [Low] purchase. Characters without Enhanced Respiration 
and Toxin Filters will also need oxygen supplies for the duration. Other basic goods 


are available, and those with ExploreNet or Guanxi connections might be able to 
obtain some restricted or illegal items. 


If they ask around (such as with Networking, Investigation or Protocol checks) here 
is some information and rumors they may hear of or learn: 

@ People will recall the ARIADNE team, mostly they kept to themselves and 
dutifully did their shifts, even helping people by pulling extra shifts of survey 
duty. However, Overseers and senior contractors were suspicious of their 
work ethic, the amount of time they spent out in the maze didn't match up 
with the amount of data they report back. 

@ Gatecrashers have all kinds of urban legends about the maze, but generally 
they agree on a few things - people do tend to go a bit stir crazy from the 
isolation if they spend too long inside, there must be some hidden dangerous 
terrain, security measures or hostile alien (possible TITAN or Exhuman) force 
inside as there are explorers who go missing, and that the Labyrinth is 
constructed to make it difficult and arduous to explore, both physically and 
mentally 

@ Favorite rumors about the maze are that it contains a second pandora gate in 
the center (leading to some alien homeworld), there's a cache of alien 
artifacts or weapons inside, or that it was some kind of temple or sacred site. 
For security measures, hidden traps are the most popular, though alien 
"monsters" or tech running wild in there or more exotic possibilities are 
discussed 

@ Pathfinder is in a rush to make a profit on Thera - having retained the rights 
to the Gate Address, but seems to have a mysterious lack of support from the 
Hypercorp Council in its efforts to explore which has forced them to go with 
unreliable outside contractors 

@ Some people do recall seeing Jolanda Teke about the time the QE message 
was sent, alone returning from a survey operation. She seemed out of breath 
or exhausted, nervous and in a rush, and nobody saw her team with her. She 
returned rapidly to the staging area and seems to have gone back out ona 
survey job. 

@ Other team members are known by general description and possibly name. 
Their security specialist Mikhal was regarded as a bit of a partier who liked 
his drink - and would tell fun stories if he was drunk enough. Their drone tech, 
Isbrand was good if you needed something fixed, or wanted to find some 
good XP. People barely remember their scientific expert, Sarita - most remark 
she was quiet but prone to randomly interject on academic subjects. People 
often found her muttering to herself, or staring at the labyrinth images - they 
said she had spent too much time staring at things people shouldn't. 

@ Pathfinder's security logs (which shouldn't be too much trouble to conjure up, 
though it might raise eyebrows) will indicate the ARIADNE team is listed as 
clocking in about the time of the message, then almost immediately clocking 
back out. Not unusual if a team is on a bit of a "spree" in terms of mapping, 


briefly sending a runner or two to come back and resupply before going back 
out - though technically against Pathfinder's regulations. 

@ If one talks to the right people (maybe gets them drunk first), they can hear 
fun "campfire" stories about the Maze, such as hearing whooping howls or 
high shrieks in the night, hearing rocks shift or scratch like somebody moving 
on the high walls above, mysterious cuts, slashes or marks in the surface of 
the walls, gusts of wind with no apparent cause, explorers feel like they lose 
time - or double-back to find the maze in a different configuration than they 
recall, whispers in an unintelligible language that quickly fade, hallucinations 
of transparent or shadowed figures, seeing strange patterns in the night sky 
overhead, stuff like that. Most people just equate it to their mind playing 
tricks on them. 


[Optional] Other Agency: 

If the Gamemaster desires, this operation can be complicated by outside forces - 
not just the dangers of the maze itself. A group like OZMA, Oversight or even 
another Firewall server might insert an agent or a team to Thera, who could tail or 
surveil the party of Sentinels, maybe even join them if the team has less than four 
members to meet Pathfinder's standards. These operatives might even be more 
diverse; personal agents of an Oligarch, undercover operatives from Jovian or 
Titanian intelligence agencies, agents of a rogue ASI Promethean or Sibyl - maybe 
the TITANs are not satisfied with autonomous units and have sent a Fetch or a 
Puppet agent to solve the maze directly. Take careful consideration when planning 
encounters and operations when using this option. 


Navigating The Maze: 

When the Sentinels have gathered what information and supplies they can, they are 
ready to set out into the maze. Leaving is fairly simple, they will "sign out" from a 
security checkpoint run by Pathfinder at the entrance to the Labyrinth, where their 
name, number and the time will be recorded (as the gatecrashers are partially paid 
based on mission time), and some form of ID taken so they can be properly checked 
back in. If they return, they will have to check in and back out again to prevent 
"running the meter", though the checkpoint staff can probably be bribed or coerced 
to ignore these requirements in a pinch. Security personnel are relatively 
unconcerned with major weapons - though will raise eyebrows are heavy hardware 
mostly as a matter of amusement or scorn rather than suspicion. 


Moving through the Maze is handled in three rough "legs". Each leg will take 
between 10-20 hours as the GM needs, assuming the party can move at a normal 
pace. Players who wish to speed up this process, as if they are in a hurry, will need 
to roll Freerunning task actions to reduce the time as per normal, but a Failure 
indicates either they take the normal amount of time, or they suffer 1d10/2 DV 
(ignoring armor) from the strain of pushing it. Also, for those using oxygen supplies 
- time spend moving quickly counts double for purposes of oxygen supplies. The 


later two legs will require Navigation or some similar skill (such as Profession: 
Survival) to move through as well, which can cost time and push PCs to the limits of 
their supplies. The first leg, however, contained breadcrumb positioning systems 
and mesh note "motes" which allow sporadic Mesh contact with the Labyrinth 
complex and others inside the maze. 


Each leg will be described with some rough events or situations which might occur, 
pushing the Sentinels to head toward the Eternal Heart. Included is a random 
encounter table to be rolled between each establishing scene of a Leg, where they 
may encounter environmental hazards, other explorers or even dangerous hostiles 
out in the field. The first leg's roll on the chart should be at -20, the second leg at 
+0 and the third leg at +20. This is to add variance among what may otherwise be 
considered "scripted" events. Even if they get lost, or start running low on supplies, 
the fortune of the Maze itself may offer them the opportunity for a final push to 
solve the maze... 


Random Encounter Table: 


Fog Bank: Cold air has gathered enough water vapor to form a bank 
of cold fog which fills the space of the maze and clouds the vision. 
This gives -20 to visual Perception and other appropriate tests 
(reduce appropriate sensor range accordingly), but otherwise is only 
eerie or uncomfortable. The Fog lasts 1d10/2 Hours. GM may roll 
again for another encounter inside the Fog Bank. 


Crashed Drone: The party finds a crashed aerial surveillance drone 
which lost control and fell into the Maze. With a successful Hardware: 
Electronic or Robotics test it's memory can be recovered, which 
grants a +10 on the group's next Navigation or similar test, and be 
returned to Pathfinder for a small cash or rep reward. 


Gatecrasher Cache: The party finds a small cache or stockpile of 
supplies left by another survey team. Each member can find about a 
halfday's worth of food, water and oxygen supplies to top off if they're 
running low. A Scrounging test might find a useful item, such as a 
battery, nanobandage or repair spray. 


Fellow Explorer (1-4): The party encounters a small team of fellow 
Gatecrashers going about their business. Other contractors will be 
friendly, but may react to suspicious or hostile behavior. (Use 
Argonaut Xenoarchaeologist or Titanian Explorer as a guideline) 


Headhunters (1d10/2): A small flight of TITAN Headhunters (p. 116 
X-Risks) suddenly rounds a Maze corner, coming the other direction. 
Upon seeing Transhumans, they immediately attack. 


36-40 Hollow (1-2): The party encounters one or two "gatecrashers", who 


are actually alien entities known as "Hollows" (p. 117 X-Risks), a 
hostile nanoplasma which consumes and mimics it's victims. They will 
attempt to act as normal Gatecrashers, but may act suspiciously or 
be identified for their low number, which will cause them to act in 
self-defense or attempt to escape. 


Predator Exhumans (1d10/2): A small team of Predator Exhumans 
(p. 131 X-Risks) has heard of the Maze and made their way to Thera 
to conquer it. Depending on party attitude and composition, they 
might be neutral or even friendly - but also might just as easily see 
them as easy prey and attack. 


Ghost Radio: The party gets a sudden haunting burst of random 
radio noise in their immediate vicinity, bouncing down the halls of the 
maze like a wave. It lasts only a few seconds, and contains both white 
noise, snippets of human voices, but also unintelligible languages and 
bizarre "music". Stress Test or 1d10/2 SV. 


Freezing Rain: A sudden squall of ice cold rain comes down, freezing 
as it hits the surface. Local temperature drops below O C, which will 
inflict 1d10 DV (ignoring armor) per hour on unshielded morphs. It 
gives a -10 to Perception tests. In addition, the ice forming on 
surfaces is very dangerous, giving -20 to certain rolls such as 
Freerunning or Fray. Storm lasts 1d10/2 Hours. GM may roll again for 
another encounter during the storm. 


Xenosampler (1-3): The party encounters a small cluster of flying 
sampler drones known as Xenosamplers (p. 153 X-Risks) which may 
attempt to sample or capture transhumans who move near them. 


Monowire Lace: A section of maze is strung up with random angles 
of Monowire Lace (p. 182 X-Risks). If the PCs do not spot it the 
character in the lead takes DV as appropriate. Removing the wire 
maze takes several minutes and requires a COOx3 test or a bladed 
weapon. Alternatively, one can make a Fray or Freerunning test to try 
and dodge through it, but failure results in DV as normal. 


Stalker (2): The party is confronted by a small party of TITAN Stalker 
(p. 140 X-Risks) units which appear to be surveying the Maze. While 
not immediately hostile, the Stalkers are under orders to prevent 
interference, and likely to attack if the party attempts to move past 
them or attack them. 


Goblins (1d10/2): The party encounters a small team of "Goblin" 
utility drones (see below) which are performing some repairs or clean 
up of the Labyrinth. As unknown alien drones, they are likely a high 
curiosity to the Sentinels - but will act in self defense. 


Fractal (1): A lone TITAN Fractal (p. 112 X-Risks) is exploring the 
Maze, obviously on some kind of mission. Uncharacteristically, it is 


likely to initially ignore Transhuman contact, unless they persist in 
trying to approach it or attack, in which case it will go hostile. If 
confronted, it may go into hiding and stalk the party for some time to 
see what they see before attacking. 


Dreadnought (1): A single exhuman Dreadnought (p. 104 X-Risks) 
has come to Thera to investigate it, lured in by the mystique of the 
Labyrinth. Unlike other units, it will immediately attack or suppress a 


team it encounters, but it's capabilities are hampered by the 
relatively close confines of the Maze. 


Minotaur (1): As the team moves deeper into the Maze, they are 
confronted by one of the hostile Minotaur platforms (see below), 
intent on repelling outsiders, which will attack as soon as it observes 
an enemy. The Minotaur may even be disposing of another possible 
encounter as they approach. 


First Leg: This first segment should be fairly nondescript and uneventful, except 
possibly for random encounters. The first section of the journey plays on the 
isolation and negative space of the Labyrinth. While there are mesh motes and 
breadcrumb GPS data, otherwise this is a blank, featureless maze - a seemingly 
never ending march of black walls, grey skies and cold winds. Encourage 
roleplaying between party members (feel free to prompt with a public rando if they 
have less than 4 members), and allow them familiar comforts of mesh access. This 
section should go by fairly quick, and the Sentinels may not even need to stop to 
rest. 


Second Leg: This segment begins as they leave the "officially" mapped regions of 
the Labyrinth, which means they will go off normal mesh access and positioning 
data. This requires Navigation tests not to get lost, and the close confines of the 
maze limits radio range. Thanks to package "THREAD" the Sentinels have a bit of an 
edge on normal Gatecrashers though, as they have non-public mapping data 
gathered by ARIADNE which they can use. This data unfortunately leads them 
slightly ahead to the site where ARIADNE had gone down. Here, probably a few 
hours from the last positioning markers, they will find the bodies of Mikhal and 
Isbrand. The two are clearly dead, by some severe physical traumas, and several 
pieces of equipment (such as weapons, small drones, survival gear) are scattered 
around and destroyed. A more detailed examination (such as with the Investigation 
Skill) will note several oddities. While Isbrand appears to have been severely 
lacerated and died rapidly from blood-loss, Mikhal has some bizarre force related 
trauma to his upper body, like a particle beam only with less evaporating/exploding. 
The bodies also seem bizarrely fresh, like only a few hours old - no matter how 
much time has passed. While Thera has no surface microbes to decompose the 
flesh, it still seems very fresh for environmental wear (especially if the party has 


encountered a fog bank or rain storm). Their stacks are recoverable with 
appropriate checks. SV should be applied as needed. 


From here, the journey should feel more quiet and tense. Bodies have been found, 
the report seems correct, but can't be definitively proven - especially if the 
Sentinels have encountered TITAN or Exhuman agents. With no mesh and short 
radio, they only have each other for communication and companionship, and may 
begin feeling the isolation of the maze. Lost time, or lost track of time should begin 
to appear. Sentinels who take stress may also feel like they see or hear things 
(which depending on random encounter rolls they might actually) out in the maze. 
Players should make a Perception check at some point - if they do so they notice 
arrows or other markers carved into the walls using some very sharp tool - some 
kind of primitive navigational aide or sign of coming - perhaps made by one of the 
two missing ARIADNE team members? Following the sign adds +10 to the leg's 
Navigation check. 


Third Leg: This leg does not have a set geographical transition like the first to 
second. More, it is a thematic transition as the party nears the inner section of the 
Maze. Things grow colder, they may be running low on supplies - prior encounters 
may have inflicted Damage or Stress they aren't able to properly heal in the field. 
All with only the faintest traces of what they're looking for. Players may be tempted 
to turn back, but feel inexorably drawn back into the Maze (and in fact, once at the 
third leg attempting the return journey without accomplishing goals requires a 
WILx3 test). The proper transition to the third leg comes with the discovery of 
Jolanda's body. It is found resting simply against the side of the maze, like she was 
resting. In stark contrast to the earlier bodies, Jolanda's body seems incredibly 
emaciated, almost mummified. Dust particles are gathered on her form, many of 
her devices are without power, and on the wall behind her are strange tally marks, 
over 400 of them. If this was days, this would be impossible - she should have run 
out of food and water long before then, never mind that by both local and Firewall 
reckoning over a year has not passed. An appropriate Knowledge skill check (or a 
Medicine: [Field] skill in a pinch) on the body will also seem do indicate that even 
beyond normal environmental damage, her morph appears to display signs of aging 
years or even decades - which is both physically impossible and statistically 
improbable based on her type of morph. Viewing this whole scene is worth 1d10 SV 
on a failed Stress test. 


Most telling is what is in her hands. In one hand is gripped a short, sharp knife of 
volcanic glass - apparently handmade. In the other is an Ecto. The ecto has limited 
battery (though can be charged off the PAN of anyone present) and has it's 
expansive memory completely full. While this should be shocking in its own right, 
what is more disturbing is the contents. Hours and hours of XP, video, audio and 
text logs. An examination of the files with an Interfacing or Research test will also 
find something interesting. While files were clearly created in an order, a lot of them 


have matching metadata as to their original creation, indicating copies of prior data 
- almost like some kind of looping process made or recorded the files. Others have 
their timing metadata completely corrupted, or full of nonsensical errors (such as 
files being recorded in an equivalent to 10,000 BCE or in AF 100, etc). Obviously, 
the party doesn't have the time check out all the data, but there are some 
highlights which might impress upon them. Repeated phrases like "You cannot 
enter the Maze alone, but | came alone", "It's further than you think", "Minotaurs", 
"Pulling on the Strands of history", "They have reordered time", "It has power", "I 
am alone with myself" and "Forever is not long at all". Audio logs by Jolanda talk 
frankly of her exhaustion and stress, how she believes it causes her to hallucinate 
Sarita running ahead of her, see ghostly figures walk by which ignore her 
completely, she the sun rise and set in the blink of an eye, and hear voices of 
people who should be far away like they were right with her. She also reports 
missing time, the sensation that she has said or done something before, or of 
passing by the same areas of the Labyrinth - hence the physical markings added. 
She waxes philosophical on the nature of Time, the TITANs, the Labyrinth, and the 
future of transhumanity. Examining this confusing and disturbing record is another 
1d10/2 SV. 


From here, the journey gets more disturbing and tense. Sentinels should begin to 
experience lost time, deja vu or strange disorientation. As they move on, they 
should encounter piles of ash or dust which if examined seem to contain traces of 
organic compounds or completely synthetic ones. They will also begin to see 
strange markings in the wall, perfectly straight "cuts" or channels which resemble 
disassembly trails, but glow red hot as if they are fresh - and do not appear to cool 
over time, like they're frozen in that moment. Radio communication and scientific 
instrumentation may get odd errors, anomalous readings or distortions. Strange 
roaring or howling sounds may echo from no discernable point in the maze. And as 
they grow closer to the heart, odd strands, veins or flecks of some golden material 
will appear in the wall, slightly under the surface so they are not visible above. They 
have a very high reflection point, appearing luminous even in the night. 


The Mouth of the Heart: 

The climax of this scenario arrives as the party approaches the center of the maze. 
If they've been keeping track (which they should if they've been making Navigation 
checks) they will realize they are roughly approaching the interior of the labyrinth. 
Previous radio silence is broken as the team suddenly gets a meshed connection, 
using the Eye's security protocol. If they connect, they will get a rushed, excited call 
from Sarita Nagarkar - the last member of the ARIADNE team. She will rapidly speak 
on hurried tones about the wonders of the maze, it's builders, how she's seen "the 
heart" but is trapped by Minotaurs, etc. A Kinesics or Academics: Psychology check 
can tell that unlike her psych profile, Sarita is excited, verbose - but still under high 
stress. Something is making her this excitable, something she would be passionate 
about. 


A Social skill check can get her to talk down, and speak more orderly. She can 
reveal some background information now, having managed to find and decipher 
some markings by the Labyrinthians from context clues (and her Async abilities) 
about what they call the "Eternal Heart", which seems to warp space and time 
around it - and could be a node which attempts to plug into the Pandora Gate 
network, or a naked singularity, or some other weird "negative space wedgie". But 
when she tried to get closer, she was pushed back by the Minotaur(s). She also can 
clarify that either the Heart or some defense mechanism in the labyrinth plays with 
one's perception of time - they appear to lose time, move quicker in time, loop 
through time and space, experience deja vu - etc. Sarita thinks she's been inside 
maybe a couple hours, for instance, and she distinctly remembers multiple reasons 
why she left the rest of her team, from rushing on ahead to see the heart, to Jolanda 
agreeing she should go up and scout while she went back to make a report. As the 
last member of the ARIADNE team, she is a vital mission component and probably 
has the "actionable intelligence" the server wants for Operation THESEUS. They 
may also be able to accomplish optional objectives. This makes recovering Sarita 
and securing the site fairly in-line with the mission goals. If, for some reason, they 
choose not to make contact with Sarita, then she will probably verbally contact 
them (by shouting) later, once they actually reach the central area of the maze. 


The center of the maze is marked by a slight widening of the passage and then it 
opening up into an open, circular space several hundred meters across. In the 
center of this space is a three-faced pyramidal structure which appears to have 
slots or gaps in it's side to reveal a hollow center, from which a faint light emerges. 
Arcs of lightning-like yellow energy randomly come from the pyramid to strike 
around it, often on gold-tipped protrusions which jut from the ground, seemingly 
randomly (and otherwise resemble the artificial cover used in a paintball game, or 
the like). The air here is very cool, cool enough that a faint mist or fog clings to the 
ground at about ankle height. Stone figures are scattered around on the floor, all 
prostrate before the pyramid, or crouched in fear - some appear transhuman, other 
alien, others robotic - all of them look petrified or fossilized, but are too fragile for 
deep examination. 


It is here the party should encounter the Minotaur (see below). If they have 
already encountered one randomly and handily defeated it, feel free to spice up the 
encounter with Multiple minotaurs or some Goblin drones. Either way, their 
presence in the Heart will be noticed, and the robotic unit(s) will move from where 
they were suppressing or covering Sarita to engage the party. 


The Eternal Heart: 

After facing the Minotaur(s), the party can rescue Sarita. She appears pale, with 
dark circles under her eyes, and will relish shared food and water - but otherwise 
feels unharmed. She feels like perhaps it has only been hours since she left her 


team. The cover she was hiding behind depicts some interesting pictograms and 
seemingly random glyphs, she has roughly translated as some kind of outline of the 
Labyrinth. The Labyrinthians "found" or "made" the Heart, which they call 
something flowery like the "Eternal Heart" - her translation isn't exact and mostly 
contextual. She can't be sure if they refer to making the anomaly itself, or just the 
Labyrinth to contain it. They apparently tried to control or use it but couldn't. They 
said that those who tried were "torn from history's weave", "looped eternal" or 
"walked the Labyrinth forever" or some equally verbose fate (again, translation not 
exact). 


This clearly means there is some danger to the KNOSSOS site and the Heart, and so 
the Sentinels may wish to utilize the SWORD package to try and destroy it, which 
preferably requires getting a little closer. A -20 Kinesics check on Sarita will reveal 
she seems like she's not keen on destroying the anomaly, but also probably can't 
bring herself to stop the Sentinels. If they chose just to call in the "MINOTAUR" 
codeword and retreat, this might be a valid solution also, though again, WILx3 is 
required to try and leave the Maze while the anomaly is active. Failure will have 
them feel drawn closer to the heart. 


Moving into the pyramid is easy, further goblins and minotaur appear unable or 
unwilling to disturb them. There is a an open cut at ground level, large enough for 
something of the Minotaurs' stature to enter. The inside of the pyramid is lined with 
some golden-colored mesh or fiber, acting as some kind of faraday cage. Inside the 
cage, electromagnetic distortions become stronger, interfering with conventional 
sensors, Communication and computing. A slight hum becomes audible in the air. A 
faint light shines out from the center keeping the place lit up like day at all hours. 
There also feels like a steady pull toward the center, almost like a large body of 
gravity in an otherwise micrograv situation. In the center is a circular tri-part of 
some kind of clear viewing window, like a transparent alumina. Under it are stone 
blocks covered in glyphs, which appear to actually be some kind of interface 
console. Sarita says they're built with some kind of claytronics, physical interaction 
with them would mimic using a computer interface - but to any observer they seem 
inert. Lying next to one of the consoles appears to the the remains of an 
environment suit or something or some figure, slightly taller than a transhuman, 
with more digits and a broader helmet - but inside all that remains are fossilized 
powder of a long-dead alien. 


The heart itself is not directly visible. Suspended by more golden faraday threads is 
a giant mesh sphere in the center of this observation area, which appears to 
attempt to contain the anomaly. Light seems to both emit from inside it and warp 
around it. The mesh is physically vulnerable, and somebody crazy enough could 
walk right up to it and tear or cut it - showing the anomaly beneath. It appears 
perfectly round, like a circle, from all angles - a bit like a pandora gate, but instead 
of a black void, it emits a warm, white-yellow glow somehow. All modern sensor 


equipment should understandably freak out trying to look at it, and any PC looking 
at it must make a Stress test or take 1d10+2 SV. If they fail and take stress, their 
traumas should all reflect a desire to approach the Heart and try to touch or enter 
it. If they do so, they are pulled inside do some unspeakable fate worse than death 
in an infinite loop of space and time in the cosmos (which should probably be 
another Stress test for observers). Perhaps one last remark or observation is 
possible like "my god it's full of stars". 


Luckily, to destroy or destabilize the anomaly, they do not need to see it. Only place 
the "SWORD" package antimatter device at the base, and then detonate 
appropriately. Being a "smaller" AM grenade, the "SWORD" will only purge the 
central complex area, and can be detonated with an included remote QE detonator. 
If the GM is feeling particularly dark or vengeful, they might say, however, that this 
close proximity to the Heart disrupts even QE communications, meaning a timer will 
need to be programmed in (requiring a Demolitions check) or someone will have to 
activate the detonator close up. If no player character will do this, Sarita will 
volunteer. If she does so, she will give the party a final radio transmission once 
they're clear of the blast, saying that she's "going to detonate. Tell Jolanda 'I'm 
sorry"," then says "I'm going to go back in and get a closer look.". There is then a 
slight delay of about 10 seconds, almost as if a timer was set - then the detonation. 
The implication is clear, Sarita went into the Heart before blowing it up. 


Otherwise, the sentinels can just retreat to minimum distance, trigger the package, 
and transmit an all-clear to Firewall. Observing the explosion is impossible, but it 
can be inferred to be pretty spectacular. The result is a slight, glassy cratering in 
the center of the maze - which rapidly begins cooling. Leaving the maze is 
shockingly easier with the Heart destroyed - there should be no further instances of 
lost time, deja vu or unusual encounters. Attempting to leave without destroying 
the heart is much harder, filled with anxiety, looping phenomena, and a particularly 
vindictive GM may incur multiple Stress tests as somehow the Sentinels fail to 
navigate out and find themselves returning to the Heart again and again - no matter 
how much time passes. Those who cannot escape may be trapped eternally in the 
maze - until such time as THESEUS is deployed and destroys the whole thing. 
Otherwise, this is the denouement. 


Aftermath: 


If the party misses a check-in, transmits the abort code (THUNDERBOLT, if you 
forgot) or gives the MINOTAUR codeword with enough details for action, Firewall will 
activate Operation THESEUS. Using an alternate gate found by Firewall, and gate- 
hacking to make it appear like a legit connection, a team of highly armed suicide 
fork Erasers will arrive, and secure the Gate complex. After locking it down, they will 
launch a long-range, large tactical antimatter device which will destroy most of the 
maze complex. If the Sentinels are in the area when this goes off, they will be 


vaporized. If, for some reason (such as suspicious behavior alerting Pathfinder) they 
are unable to secure, they will physically carry the warhead into the Maze. If, while 
securing or moving the bomb they encounter the DAEDALUS team, they will detach 
someone to escort them back to a safe area (or recover their stacks). 


If they destroy the Heart and transmit the all-clear code after recovering ARIADNE, 
Firewall will confirm and give a "stand down" order. Of course, the detonation of an 
AM device in the Maze is likely to raise questions with Pathfinder, and require some 
fast talking or BSing to avoid being imprisoned. Should Pathfinder contain the party, 
however, Firewall will probably utilize the THESEUS team to extract them for 
debrief. Gatecrashers will probably be happy with them for recovering members of 
their community, though - and might even pay out 30-40k Credits in Recovery 
Bonds. 


If the party accomplishes other primary objectives without seeing or destroying the 
Heart or Minotaurs, or transmits one of the lesser codes and makes their way out of 
the Maze, Firewall will confirm, and then give them orders to extract for debriefing - 
where they will determine if they need to send in THESEUS or not. Dramatic failure 
of the mission goals at this stage is likely to lead to repercussions from Firewall. If 
the Sentinels have not reported well or failed to act on mission goals, Firewall may 
not authorize extraction and require them to return to the Labyrinth for more data. 


Mikhal and Isbrand can be reinstantiated from their stacks with little problem, other 
than maybe some counseling. Jolanda's stack has suffered severe mental corruption 
from her time in the Labyrinth, and would require extensive psychosurgery to 
recover - likely she will be resleeved from backup. If recovered, Sarita is debriefed, 
and will likely get some voluntary memory edits to suppress her time in the Maze. 
The true nature of the Heart, the Labyrinthians and why they built this facility and 
the Minotaurs will likely never be explained. 


Index A: ARIADNE Sentinel Profiles: 


(GM's Note: Utilize Firewall Agent (p. 8 NPC File 1) or Veteran Sentinel (p. 192 
Firewall) as needed for stats) 


Jolanda Teke, Firewall Team Leader 

A martian colonist of Mediterranean descent, who worked as a terraforming 
surveyor in the region of the TQZ before the Fall. Associated with Blue Mars/Black 
Mars during the Fall, she was brought in as a Sentinel fairly soon after. As a Veteran 
Sentinel, she has years of field experience in several servers and projects before 
being moved to exoplanet duties and cells. Several offers of promotion to Proxy 
have been made, but Jolanda has insisted on remaining in the field. Background 
data says she lost several extended family members, including siblings, during the 
Fall. Psych eval says she has a strong maternal or leadership instinct, and has been 


reprimanded by proxies for prioritizing health and safety of Sentinels over mission 
objectives - but her strong reputation on the Eye has prevented serious 
repercussions. Otherwise, she's a very focused operative with good instincts. She is 
a generalist in mission skills, with much survival, survey and "ranging" experience. 
As a Gatecrasher, she is employed on a semi-regular basis by Pathfinder as a 
mission leader or senior consultant. Her preferred morph is an Alpiner. 


Sarita Nagarkar, Linguistics and Cultural Specialist 

Lunar Colonist of Indian descent, from New Mumbai. Was away on a school trip or 
holiday during the Fall - joined many displaced refugees. She moved to Titan to 
study Linguistics and Astrosociology at TAU, where she did several graduate and 
post-graduate projects under Gatekeeper related to the Pandora Gate. Was 
originally planning on going into Science Police, but appears to have had some 
interaction with CID which led her to move back to the Inner System. She was 
scouted by Teke as a mission specialist several years ago when the latter was 
moved to Gatecrashing operations. Has since obtained field experience as a 
Sentinel, and scouted several exoplanet operations in association with Operation 
NECRONOMICON. Psych profile says she is incredibly observant, empathetic and 
creative, but others regard her as aloof and distant at the same time - prone to 
staring into the middle distance or muttering to herself in Hindi. Her skills were in 
alien languages, cultures and artifacts. Her preferred morph is an Observer or 
Menton. 


A Networking: Firewall check (or sufficiently high i-rep) can externally confirm she is 
an Async, infected sometime during the Fall. She has displayed the Enhanced 
Creativity, Grok, Instinct, Pattern Recognition and Xeno-Empathy sleights. 


Mikhal Lazlo, Security Specialist 

Worked for a Martian private security group prior to the Fall. Afterword, company 
was dissolved and bought out by other interests, he became a freelance contractor 
for Stellar Intelligence and a Cool Hunter on Progress, Mars Orbit. Was found by 
Firewall after investigating an operation in order to try and make a good sale with SI 
and was brought into the fold. Skill set includes personal combat, small unit tactics, 
basic physical and digital security and some investigatory experience - also was the 
team's pilot. Psych profile says that Mikhal was steadfast, loyal to immediate cell 
but not always loyal to Firewall as a concept. Joined out of desire to help the 
"greater good", but mentally unprepared for X-Risks, developed substance abuse 
problem to cope. Bounced around through several teams of Sentinels before being 
recommended to Teke for ARIADNE mission. His preferred morph is an Olympian or 
Ruster. 


Isbrand Ortega, Surveillance Specialist 
Martian colonist of southern european descent. Family operated a small electronics 
and repair shop where he worked, developing basic technical skills. After the Fall, 


worked for VNS Police Department as a drone operator and surveillance technician, 
before being discharged from duty after multiple administrative conflicts and 
complaints of abuse of power. Firewall Sentinels dug him up as a contact in Valles- 
New Shanghai as a freelance information broker, and he was involved in the 
conspiracy when their operation went south and he bailed them out. Skills are in 
technical and hardware functions, drone operations, basic infosec and interfacing 
skills and sensor and surveillance operations. Psych reports note that Ortega was 
generally easygoing and sociable, but while never rich was used to three square 
meals and comforts of home - not suited to long field posts. Also has unhealthy (but 
not endangering) control issues and voyeurism. Preferred morph is an Observer or 
Ruster. 


Index B: Minotaurs 
Minotaur 


Threat Level: Red 
Numbers: 1-2 


Claws: 50, 2d10+7 DV, AP -3, Reach (+10) 

Stomping Foot: 40, 3d10+5 DV 

Vector Hammer: 60, 3d10+4 DV, AP -2, SA 100/200/300/500, Ammo 

The Vector Hammer is a beam which draws on vacuum energy to distort space and 
exert kinetic force similar to a particle beam, but without firing physical particles. 
This causes gross physical trauma to the target, and if an excellent success is 
scored on the attack, the target must make SOMx3 or be knocked back by the 
attack, 1 meter for every full 10 MoF. 

Alternate Fire: The Vector hammer can be fired alternately in SS mode to produce 
an area blast, which follows normal Area rules. This attack has half the normal 
range, and if an excellent success is scored, the targets must make SOMx3 or be 
knocked prone. 

Fray/Armor: 40, 16/16 

Perception: 50, 70 Vision 

Move: 4/20 Walker 

Skills: Beam Weapons 60, Infiltration 40, Investigation 50, Unarmed Combat 40 
(Claws 50) 

Ware: 360-degree Vision, Anti-Glare, Chameleon Skin, Chem Sniffer, Enhanced 
Vision, Grip Pads, Lidar, Mental Speed, Pneumatic Limbs, Radar Invisibility, T-Ray 
Emitter 


Traits: Large Size (+10 to Hit) 

Stress Test: 1d10 SV 

Casimir Battery: Minotaurs are powered by a quantum vacuum battery, which 
becomes unstable if they are severely damaged. If they hit their Death Rating, or 
are dismantled without expert handling (I/E someone with a high skill in some sort 
of advanced physics) the battery will detonate with a similar effect to the Vector 
Hammer's alternate fire. 

Zero Shift: Minotaurs can use their powerful spatial warping power source to 
"jump" or "fold" short distances in physical space, which is very surprising, and can 
be used to move around cover or other obstacles. Deploying the Zero Shift is a 
Complex Action, and such an advanced use of energy prevents it from using it's 
Vector Hammer for 1 full Action Turn. Each Minotaur holds 10 charges. 

Minotaurs are tall, strange robotic constructs. They're around 3 meters in height, 
with broad shoulders and long limbs. They have two legs, two manipulator arms, 
and then a smaller set of "limbs" which are articulated weapon mounts for their 
advanced energy weapons under the arms. Their heads are strangely angled, with 
two sets of curved, sharp horns which hold sensor systems, and they have three 
optics in a triangular formation. They have external speakers which issue low, 
guttural roars and shrieks to warn or intimidate trespassers. The inside the 
minotaur's matte black shell is a web of advanced "claytronic" computing (which 
comes close to computronium) powered by a bizarre vacuum battery which gives 
them such an extended lifespan. They appear to be operated by a powerful but 
relatively simplistic Al, which may have gone rogue after untold years of repeated 
cycles guarding the maze. They appear to be stealthed to patrol the Labyrinth in 
peace, but have very well defined senses. The "Minotaur" name is an internal code- 
name both by local Gatecrashers and appropriated by Firewall to refer to the 
possibility of hostile constructs in the Maze. 


Goblin 
Threat Level: Yellow 
Numbers: 2-6 


Wrist-Mounted Tools: 50, 1d10+5 DV, AP -3 

Fray/Armor: 50, 8/8 

Perception: 50, 70 Vision 

Move: 4/16 Walker 

Skills: Infiltration 60, Investigation 50, Hardware: Industrial 40, Hardware: Robotics 
40, Scrounging 40, Unarmed Combat 50 


Ware: 360-degree Vision, Chameleon Skin, Chem Sniffer, Enhanced Vision, Fractal 
Digits, Grip Pads, Nanoscopic Vision, Radar, Sound System, T-Ray Emitter, Wrist- 
Mounted Tools 

Traits: Small Size (-10 to Hit) 

Stress Test: 1d10/2 SV 

Casimir Battery: Goblins are powered by a quantum vacuum battery, which 
becomes unstable if they are severely damaged. If they hit their Death Rating, or 
are dismantled without expert handling (I/E someone with a high skill in some sort 
of advanced physics) the battery will detonate with a similar effect to a Concussion 
Grenade. 

"Goblin" is the name for a "theoretical" sighting or urban legend among the Thera 
gatecrashing community, small drones they think they see in the deep parts of the 
Labyrinth. These bots do actually exist, serving a function to clean up the maze and 
maintain it and the Minotaurs, utilizing advanced wrist-mounted tools. Their Al 
appears to have gone off a little in their long existence, as they do not always 
"clean up" messes left in the Maze. These drones are squat, about a meter tall, with 
similar angular features and tri-optics as minotaurs, but they have two arms, to legs 
and then an intermediate limb which can be used to manipulate, climb or run as 
needed. They are integrated with fractal digits and ingrained utilitool analogs which 
they can makeshift as weapons in a pinch - but if confronted they prefer to run, hide 
or use their very loud audio systems to signal Minotaur reinforcements. 


